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So Where’s The Real Duelist? The Duelist Supplement 


Don’t worry; The Duelist is coming. Since its release in ‘ 
February, Wizards of the Coast’s collectable trading card game 

magazine has’generated a lot of comment. Our readers had — Managing Editor: Kathryn Pee 

many conipliments, but several complaints as well*One of the 3 

biggest concerns Was over the lack of material’ for more : 
advanced Magic players. In the-next'issue our coverage of the 
latest Deckmaster and non-Deckmaster games will include % 
more game-specific information: rules clarifications, deck 


Associate Editor: Kathy Ice” 


including more Duelists’ Convocation News and expagding the a } Steyers; Wayne Young, Jana Wright # 
section for collectors, which will include card lists and trading =” : 
reports. 


These changes take time to implement...hetéfore we had to 
postpone publication of the séCond issue, ynubehe-ettded June, 
Unfortunately that méant thata let of material that ourteaders 
needed—information.emAstiquities, Legends, and The Revised 
Edition, for exatiple=would be delayed by another month.So  »._« 
we created The Duelist Supplement. This companion volunie ”.) Ip 
isn’t-meant to take the place of The Duelist; it is simply a way 
y getinforination out te%unacadersavhile we Con 
“ur second full-length isstes-Lhe-Suppleme. resenigour 
(commitment to meeting the needs of Thengigncing collectable 


trading card game market. 


The rate of that growth has been phenomenal. Magic: The 
Gathering has inspired a host of other collectable-trading card 
games, some of which will be appearinge-this summer. Weare 
excited by,che possibilities of this developing genre, and grate- 
ful forthe supportiwe have received trom thé‘designers and 
manufacturers in this developing genre. We'd also like to thank 
the magazinesjin the adventure game industry who have shared 
their time atid talent with us¢-without their help this publica- 
tion,would not have been possiblewAndefimally, thank you to 
our readers——diseribiitors, rerdilers, and players of Magic— 
whose commients have ‘helped us improve the magazine. Your 
criticism a8 invalwable; please let-us.know what you, think. 


Image setting, 2) EMYK, Seattle, WA 
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f Special Thanks to: 
Gathering, we i 
* Convocation/The offical Deckmaster games organizati 
Convocation provides a competitive tournament citcui 

table trading card game players, Conyotatiom rfiemb 
compete in officially sanctioned Mag# Mataentts for pi 
‘and»ptizes, and participate, in league tradmi? session 
other game events-sponsored by loc 
Convocation. Ménibers receive one year subscriptions to both 
The Duelist and The Duelist Companion, the Convocation’s 
newsletter - 


Phe . Emily DANCY: aren, Shana, and eyeryone at CMYK; 
elom Wainerstrand, Dalene Miller, Dave Haas, Jim Cloute 
and the folks at W.D Hoard & Sons Co; 

Joanne Whites John Jordan; Richard Garfield; Jesper 


- and of course, Huge and lo 


To become tmember of the Duelists’ Convocatidit, Senda’, 
check for $18 US.t0 Wizards of the Coast along withhyou 
name, address, phomemumiber, and date of birth, Apphc 
under 18 years of-ageliiust also provide the sigflatuwe.of a Oo 
ent or guardian. Mak@ehecks payable to Wizards gf the’ Jas 

P.O.88x%, 707,e@Renton WA, 98057. *, Sf a 


The Oe 1s a magazine pub arterly-bygWizards’@f the Coast, Inc., P.O. Box 707 Renton WA 98057-0707, United States of America. The magazine may not be reproduced in whole 
ot in, pare without the prior wri ission of the publisher. Material published in Te Duelist does not necessarily reflect the opintions of Wizards of the Coast or its editorial statt, whesane 
not liable fer opinions expressed Wa Fei denotes a registered trademark and ™ denotes a trademark, owned either by Wizards of the Coast, Inc., or others, Most product names aré trademarks 
owned by the companies publis thoge products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. ©1994 Wizards 
of the Coast, Ine. All-rights res} 1. Magic: The Gathering, The Dark, Raped ete The Duelist, The Duelist Supplement, The Duelist Companion, Duelists’ Convocation, Deckmaster, 
Garfield Games are trademarks izands of the Coast, Inc. Jyhad is a tra femark of Wizards of the Coast, Ine. and White Wolf, Inc. Vampire: The Masquerade is a trademark of White Wolf, Inc. 
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mts use the Revised Edition rules. 


In the Revi n, the followin have been reworded, y as a result of the questions frequently asked of our rul 
partly iman t to standardize the text on similar cards. 


Revised Card Wording Changes . a ' Revised Wording Changes 


Animate Art Now “says “artifact creature” instead of “crea- lessin _ Text removed; now says “ We 44/ 
ture.” Removed: “this will destroy artifacts 
with 0 casting cost”; ; added: “ Braingeyser ew wording: “Target player must draw X cards. 
artifact creatures.” “< 

Castle 
New wording: “An 
comes into play or with -1 to its _ Celestial Prism 


Channel 


bia tha previ § 
instead of “effects tha 

Rade: VE a : : : 

types, this ¢a estroye Now says “Duri 
one of these land ty ie : controller may bu 
unaffected.” a. _ per counter; this t 


Balance _ Last two sentences now read: “Next, lize € : ow says “all charaé 
creatures in play __ normal _ characteristic 
st.in this manner - 


Basalt Monolith 


| ye mana fro 


oe 


Now says “ 

. eS 

rupt” instead.of 
interrupt.” 


says “during his or her upkeep” instead 
of oe ue © & | 


Dark Ritual 


_ Darkpact 


- Demonic Hordes 


Demonic Tutor 
Dingus Ege | 


Disenchant 


‘Warriors 


_ Removed: 


_ way 3 now says “killed” i \ 


says “during hi or ie mp 2 
i 


Be 


d the text <3 black : 


Hemored: “without joaking. at it first.” 


Now says “counters” instead of “destroys”; 
now says “ability is played as an interrupt” 


_ instead of “action may be played as an interrupt.” 


Now says “during your up cp instead of “dur- 
ing upkeep.” : 


Removed: “you may.” 


| Now says “Dingus Egg” instead of “Egg.” 


Now says “is destroyed” instead of “must be 


discarded.” 


Phrase “and cannot be regenerated” os not 
appear on Revised version. 


“until phd of turn”; now says “i 
this way during one turn” inste d of “in o 
he 


Opponens must les all man 


er available lands; this mana and | 


Opponent’s mana pool drains into 
i pool. You. can't take less than all 


Card type changed from “Enchant Flying 
Creature” to “Enchant Creature.” New word- 
“If cast on a flying creature, Earthbind 
emoves flying ability and does 2 damage to 
target creature; this damage occurs only once, 
at the time Earthbind is cast. If another spell 


or effect later gives target creature flying abil- _ 
ity, Earthbind does not affect this. Earthbind 


has no effect on non-flying creatures.” 
Now says “basic swamp” instead of “swamp.” 


New wording: “Target land’s controller gains 
1 life if W # is spent during controller’s 
upkeep. You cannot gain more than 1 life each 
turn through this enchantment.” 


‘we says “except” instead of “other than”; now 


” black creatures and artifact creatures” 
. d of “artifact creatures and black creatures.” 


“its controller’s upkeep” instead of 
keep.” 


erwise alles any. creature asa 


ack or block” | 


says “during your hee 


ed of 
ing upkeep.” | 


Ni? says “Caster of Fork chooses the 
copy’s target.” 


New wording: “At ihe sad of any t turn during 


which Fungusaur was 
_ destroyed, put a + 1/1 


Goblin King 
Granite Gargoyle 


Helm of Chatzuk 


Holy Armor 


Jayemdae Tome 


Reldon Wadord 


Kormus Bell 
Kudzu 
Ley Druid 


Library of Leng 


Lifeforce 


Living Artifact _ 


Living Lands 


Llanowar Elve 


BH foved: 


“give 1 life each time a red spell is cast.” 


| emoved “by any player”; added: 


your turn” instead of “there is no Y 


New wording: ke Tuna any one . land into a 


_ basic forest. Mark changed lands with coun- 
_ ters, removing the counters when Gaea’s Liege 


aves play. Gaea’s Liege has power and 


toughness equal to the number ot forests con- 


s in play; when it’s attacking, they are 
. the number of forests defending player 
a a 


w Says “white enchantments 
costs” instead of * “circles of 


Now says “gains flying” inde of “Goblins 
gain flying.” 


Now says “all Goblins” instead of Toblne 
“until ead of turn.” 


Now says “banding ability” instead of “ability 
to band.” 


Now says only “ 4: +0/+1” instead of «#: 
Target creature gets an extra +0/+1 until end 
of turn.” 


New wording: “Each player must draw one _ 
extra card during the draw phase of each. 


or her turns. 


Removed: “during your untap phase.” 


_ Removed: “by any player”; added: “C 


” 


< 


1 life each time a white spell is « 


Removed: “you may.” 


New wording: “During a player’s upkeep, 
does 1 point of damage to that player for ch 
swamp he or she has in a 


: 
Card now uses ington of X; word © two” 
replaces numeral “2.” 


Removed: ons have no color; they are 
not considered black cards.” 


Now says “any other land in play” instead of 
“another land of his or her choice.” 


Now says “ability is played as an interrupt’ 
nstead of “action can be played as an interrup 


Now says “you must skip the discard phase o 
10 th 
size of your hand.” 


Now says “counters” instead of “destroys”; : 
i ed as an ae " instead of 


Orcish Artillery 


Orcish 


Paralyze. 


| Personal 
| Incarnation 


Power Sink 


can only be used during 
instead of “this tap should 
during opponent’s turn.” 


(to first sente : 
Removed: “Disk destroys itself when used.” Scrubland 


Sea Serpent 


Sedge Troll 


stroys one of thes 
royed: if a spell alters 
ther land type is unaff 


the upkeep phase of each of 
” instead of “during upkeep.” 
: Sol Ring 


its caster spend: ore mana. 
spell must _ spend all avai 


f d 


“return.” 


. 


2”? 


gains +1/+1” i 
controller has sv 


ell Il destroys one of thes 
destroyed; if a spell alt 


Terror 
Throne of Bone 


Tropical Island 


Wild Growth _ 


Winks Orb 


Wrath of God 


types, this card is 


eee 


New wording: “Buries target creature. Cannot 


target black creatures or artifact creatures.” 


Removed: i any player”; added: “Can only 


give 1 life each time a black spell is cast.” 


Added: “Ifa spell destroys one of these land 
types, this Gat is destroyed; if a spell alters 


one of these land types, the other nt type is 


unaffected.” 


Added: “If a spell decoyeh one of these Gad 
this i is destroyed; if a spell alters 
hese land types, the other land type is 

ed.” ' 


syed; if a spell alters 
one of these land typ , the other land type is 
ei Heced. . 


get”; removed: “cannot be played 
e-dealing phase of an attack.” 


around “except color” removed; 


reature enchantments” instead of 
» 


ded: “No more than one Bodyguard of your 
ice can take damage for you in this manner 


turn.” 


New wording:“Destroys X mountains of your 


choice, and does 1 damage to each player and 


reature in play for each mountain destroyed. 


d: “If a spell destroys one of these land 
es, this card is destroyed; if a spell alters 
of these land types, the other land type is 
affected.” 


noved: “until end of turn.” 
Removed: “until end of turn.” 


ys “during his or her upkeep” instead of 
upkeep.” 


“during his or her upkeep” instead 
of each turn.” 


if this drops the creature’s tough- 
ness below 1, it is dead.” 


Now says “all layers” instead of “both players.” 


player may not untap more 
than one lank during the untap phase of each 
of his or her turns.” 


Removed: “by any play 
ve 1 life each time a gre 


— nave buitied aged of “ar re destroyed 


and cannot rt be regenerated.” 


Copper Tablet 


The new tap aaa > appears on the following cards, repli the 
old “tap to...” wording. Some of these cards alsa nave wording 
changes listed sears ee 


Netting Imp 
Northern Paladin 
Orcish Artillery 
Pirate Ship 
Plains 


Supine 

Basalt Monolith 
Bayou 

Birds of Paradise 
Celestial Prism 
Conservator _ 
Demonic Hordes 
Disrupting Scepter 
Dwarven Warriors 
Forest 


Some cards that appeare 

been replaced in the R 

and Antiquities, the first two Magic: 
There are several reasons for these 
Magic’s creator, Richard Garfield, an 
being replaced fall into three broad cate 
fiers”——cards that were too confusing 
many paradoxes, or defied too many 
there are the “spoilers”, the cards who 
tion. These cards had a tendency to throw entire 8 
whack, and were © ly fun when the ‘ 


Convocation Re 
“retirees”, ca 


¢ simply being pases co} d always 
intended for 


card set to be fluid and for some of = ol cards to 


Original Card 
2-Headed Giant 


Category 

mystifier 
Ancestral Recall spoiler : 
Meseiiadiner! 


Berserk spoileriinee 
Aladdin’s Lamp 


Black Lotus 
Blaze of Glory mystifier 


Camoflauge 


Ornithopter 


Mishra’s War Machine 


retiree 


retiree 


Cyclopean Tomb 


Crumble 
Rack 


spoiler 


Icy Manipulator retiree 


Tllusionary Mask mystifier Ivory Tower * 


Invisibility retiree Reconstruction | 


Ironclaw Orcs retiree Atog 


Jade Statue mystifier Brass Man 
El Hajajj 


Onulet 


Lich mystifier 


Mox Jet spoiler 


Mox Emerald spoiler Dancing Scimitar 


Mox Pearl spoiler Magic Saddlebags 


Mox Ruby spoiler Ebony Horse 


Mox Sapphire spoiler Flying Carpet 


Natural Selection retiree Titania’s Song 


Psionic Blast retiree Energy Flux 


Raging River mystifier Magnetic Mountain 


Four “Rare” Islands __ retirees Millstone, Dragon Engine, 


Primal Clay, Rocket Launcher 4 
Sinkhole Erg Raiders 
Aladdin’s Ring > 
Hurkyl’s Recall 


spoiler 
Time Vault spoiler 
Timetwister spoiler 
- Timewalk 


Twiddle 


spoiler Island Fish Jasconius 


mystifier Unstable Mutation ° 


Word of Command  mystifier Sorceress Queen ” 


Says. Richard Garfield: thing which misiiey is 
Failure to have a Fog should not warrant 80 


. “No, we didn’t can the concept,” says Garfield. “There 
will always be weirdo is floating around, but the same old 
one gets passe.” : 


“Are you kidding?” says Garfield. # ually 
ow they had rare 

would appear ran- 

e known they 


we could — 


5 Time Vault. <Not i in a of itself ge eins Dave Pettey. “It just 
limits what you can do without creating ‘spoiler’ combinations from 
‘non-spoiler’ cards. It’s different from 
Ancestral Recall.” : 


i] 
ee 


6 Twiddle. “Twiddle was badly miscorrected after ee where it 


wasn’t really well written anyway,” says Garfield. “Rather than 
ecorrect i pene it was pry confusing anyway we Mecidad to drop 


“resemblance to the orig 
Edition, Serendib Efreet appears 


é ‘real i. ae like 3 


Errors in the Revised Gdition es 

The biggest goof is the Serendib Efreet, which bears almost. ae 
Nights card. In the Revi 

a green bordered card “eh 

costs two colorless mana ai ie BLUE mana to cast. Oops! The 

border color should be blue, not green, and the card should be treat- 

ed asa blue card. As the rules say, it is not the border but the cast- 

ing cost of the card that determines the card’s yr. The art and the 

artist are also incorrect. In Arabian Nights, 

an illustration by Anson Mad . The art which a 

Revised Edition Serendib Efree tually i 

er Arabian Nights card which does not appear in the Revised Editi ion, 

the Ifh-Bif Efreet, Teeper Myrfors. Another oops. 


And speaking of ork, we had some problems with the artwork 
for the Plateau card. The computer file yntaining the scanned pic- 
ture was corrupted, and the original artwork was unavailabe. The 
Revised Plateau therefore sports new artwork. On another artistic 
note, the illustration for On correctly credited to Kerstin 
Kaman in the Revised Fdition. is illustration is by Anson 
Maddocks. The Revised Disintegrate card is missing the sentence 
“Target creature cannot be regenerated for the of this turn.” 
This was unintentional—Disintegrate still acts 

tion. And we’ve also noticed that the beveled edges 

the borders of the original and Unlimited edition 

appear on the Revised Edition. This is another printing err 
bevels will be restored in later printings of the Revised Editio 


Finally, we have gotten several questions about the 

ance of the Revised cards. This change is a result of ou 

compensate for “dot gain” in the printing process. When you p 

an image onto paper with ink, each little dot of ink will spread out. 
This is called “dot gain,” because each dot will gain in size, making 
everything darker. The presses that make Magic cards in particular 
have a lot of dot gain, and had Carta Mundi used our film as we sent 
it, we would have had a lot of really dark gloomy cards with 1 

rate color. Carta Mundi noticed the problem, and did wha 

could to compensate for it. Correcting for dot gain this way 1s1 
very accurate for color. If our art had been photographs, everybody — 
would have probably looked funny, but it’s harder to tell what the — 
original color of artwork was supposed to be, so it all worked out 
fine. 


Starting with Arabian Nights, the film being shipped to Carta Mundi 
had all the dots shrunk down, so when the ink spread, it would 
spread back to the size we wanted in the first place. This is why the 
Mountain card from Arabian Nights i is lighter than the one from the 
Magic: The Gathering set; that mountain has had dot gain compen- 
sation, Antiquities also has dot gain compensation. The artwork on 
these cards is much truer to the original, and we can now control the 
color better. 


With the Revised Edition of Magic: The Ci ing, w ade all new 
ate our original images have also 
In many cases, this has ened 
are also many cards where you can now see details, 
ts, that you couldn’ t see before. While the text 
vised Edition, we’ve had many complaint 
washed out. In later printings of the Revised 
Edition we will continue to try to produce vibrant colors witho 
on a the text. 


Lene We have alitady started oerkee on improvements to dl ec 


_ Revised set— the re-Revised?—and will continue to look f 


approve the overall appearance of the cards. 
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T WHAT STAGE DOES “HISTORY” become 
mythology? How much of the history we 
teach is an accurate account of events and how 
much is traditional lore wrapped in the guise of 
fact? As historians, we must constantly struggle 
to separate truth from legend, and the struggle is 
never an easy one. 


This is nowhere more evident than in the War of 
the Artificers. Every schoolchild can recite the 
basic story: two brothers, each with phenomenal 
magical skills, each trained by the great Tocasia, 
each specializing in the creation of magical devices. 
Their rivalry grew to immense proportions until 
an entire continent was plunged into war, and 
another continent was completely destroyed. This 
is the legend, but what of the history? 


Over the years, painstaking research has enabled 
us to construct a basic map of what the conti- 
nents looked like at the time of the brothers’ 
conflict, although there is some dispute over the 


actual location. Tradition holds that present-day 


Argive is built over the ruins of ancient Argive, 
which was in turn built over the ruins of the leg- 
endary Thran Empire. The Kher Ridges of leg- 
end are said to be the same Ridges that overlook 
Argive today. Ronum Lake is popularly believed 
to have been in the region of present-day Jharth, 
which would put the city of Terisia somewhere 
in the Kovrian Wastelands. 


Although popular, this theory is unlikely. It is 
true that the devices the brothers created 
nabled them to cover vast distances. Even on 
horseback, however, the journey from modern 
_ Argive to the Wastelands takes at least a month’s 
time. It is unrealistic to think that, even with 
their devices, Urza and Mishra would have rou- 
tinely covered such distances in the course of 
fighting their war. It is impractical for large 
armies to cover such distances. 


My esteemed colleague overreaches herself in pro- 
nouncing the traditional map of the struggle 
“absurd.” It is certainly impractical for large 
armies to cover these distances in the modern era, 
but Urza, Mishra, Tawnos, and Ashnod possessed 
remarkable magical skill and access to vast 
amounts of power. Flying machines, war 
machines, automated soldiers—-all of these things 
enabled armies to be moved quickly and efficiently 
Examining the scrolls from the third excavation of 


Kher Ridge shows a ie ody of tales that share a’ 


common theme of travel across vast distances via 
strange mechanical means, undoubtedly representa- 


tive of people traveling using the refuse of the war. 


An army moves as fast as its slowest unit. So 
long as there were foot soldiers (and there were), 
large armies could not easily have crossed such 
distances. —IC 


SIMILARLY, TRADITION TELLS US that the “lost ~ 
_ continent” of Argoth has long since sunk _ 
beneath the waves off the Argivian coast 
Argoth’s size has been clearly recorde 
about a third the size of the continent 
Terisiare. According to the tradi 
interpretation of Terisiar 


eM pati 


Tammie 


this would make Argoth vast indeed—- 

approximately 900 berim long and 700 berim 
across at its widest point. Again, this is unlikely. 
First, it is highly unusual to see an area this large 
“completely covered” in forest, as Argoth is 
believed to have been. Second, all of Argoth was _ 
supposed to have been destroyed in the final, cat- 
aclysmic battle between the brothers. This would 
be all but impossible on a continent of 630,000 
square berim. 


Once again, Professor Caldos has failed to take into 
account the vast power at the brothers’ command. 
Granted, it is unlikely that all of Argoth was forest- 
ed; this is doubtless an exaggeration on the part of 
our forefathers. Nevertheless, Urza and Mishra cer- 
tainly commanded enough magical power to destroy 
broad tracts of land. Why else would these legends, 
far older than most-other stories, have persisted for 
so long? It is difficult for our modern minds to. 
comprehend, I realize, but I would urge the good 
professor to try. ie 


I would reiterate that even given the brothers’ 
power, such a large scale is highly unlikely. —IC 


UDGING FROM THE RECORDS AVAILABLE, it is far 


“more likely that ancient Argoth is in fact Little 


Videnth Island and that the greater part of 
ancient Terisiare now exists on Greater Videnth. 
This brings the entire conflict to a much more 
realistic, albeit still vast, scale. In addition, the 
climate in and around the Videnthian Sea is much 
more consistent with that described in accounts 
of the war. Se 


Ab, the Videnthian Theory! For years, now, schol- 
ars have wracked their brains in a vain effort to 
prove this ridiculous hypothesis. No matter what 
they say about “realistic scales” and “weather pat- 
terns,” the fact remains that Greater Videnth bears 
no resemblance to Terisiare. Where are the Kher 
Ridges? The Sardian Mountains? Ronum Lake? 
How is it that they vanished without a trace? As 
for Little Videnth, it 1s a desolate, rocky atoll bear, 
ing no resemblance to the verdant splendor of 
ancient Argoth. Its rocky surface could never have 
supported the vast Argothian forests. 


Apparently my learned colleague has never heard 
of erosion. —IC 


Thus, present-day Argive and the Kher ridges 
that overlook it were named for those long-ago 
places, perhaps by refugees of the battle seeking a 
more peaceful existence. 


This is preposterous Modern Argive is over 1200 
berim south of Greater Videnth. Since Professor 
Caldos is so adamantly against our forefathers trav- 
eling such distances, this pilgrimage would seem to 
be an impossibility. And why would war refugees 
lame a new country after the site of such sorrow 


and destruction? Never mind how so many people 


could move so far and leave no record of their trip 
in either anecdotal or archaeological evidence. 


Any fool can see that a one-time journey 
is much different from one that must 
_ be done on a regular basis. —IC 
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As my iteened! Soheae iba each maintained, we cannot 
© always take the legends at face value. Althoiigh Uraq and Mishra‘are - 
: popularby a 

~ “deriee tosupport.this story. The only thing we know for sure is that 
Tocasia’ brought them to her school, clairning that they were brothers and 
ans, Lis mayor may not have been true. On the one hand, 
cag Tocasia h d-a reputation for‘honesty and integrity. On the other hand, 
Gattn Sp penned: have sensed-the boys’ immense potential the moment she 


e 


“encoungered them. It is possible that she. took them.from a loving family, 


i that She: ge the parents herself in order to ying the boys with 


Lee Re ; be , 


“Almost tuhinte ib is know about those early years with Tocasia. It 1s 
‘teasonable to assume, however, that a magic apprenticeship in those 
“days was not altogether different-from what it is today. The brothers 
would-have spént much of their time in mundane chores to build self- 
discipline and.a'sense of purpose. Their studies would have encom- 
assed the basic concepts of mana, spelleasting, and spell control. 
fo Whey would-have begun mock duels at about age fourteen, quite 
young by modern standards, but by all accounts perfectly ‘acceptable 
in that particular time and place. 


The story. of the-pilgrimage to the’ cave of Koilos is. well known, and 
in this-case, we can-safely assume that history and legend coincide. 
‘Téeasia took her two star pupils; then about sixteen, on a pilgrimage 

*to'thé: cave. While exploring its chambers, Urza discovered the 
Mightstane, and Mishra; the Weakstone: These artifacts, and many 
others discovered at that time, were most likely relics of the ancient 

.» Fhran Empire. Quite probably it was these discoveries that inspired 

the brothers to pursue the study of artifact creation. Each could 

~_ sense the immense power of his find, and each knew instinctively that 
this type of'magical device. would not have the unpredictable side- * 
‘elects of the more conventional spells. 


e 


ProfessomCaldos i 1s. making quite a leap of faith in assuming that the 
brothers did not realize the potential of artifacts until after the Koilos pil- 
- gtimidgeUrza and -Mishra were mages of incredible power and percep- 
tion; it is inconceivable, given the nature of their training, that they 

. would not have realized something so fundamental until so relatively late 
in theit lives. The Koilos pilgrimage may well have served as.a catalyst | 
foreach. of then, ve to suggest it was Me. inspiration is to ignore the 

‘ evidence: 


My leaned vicaete evidently has access to evidencé that [ have not. 
«Certainly: nothing that I saw would'lead: me to believe that either of 
‘them cut his: rosle on.artifacts. —IC 


‘Ti wadat iis timneicbardhe bothers began gradually to grow apart. 
. the, shad-always been rivals, but now their nvalry began to take a 
“-F omore hostile t tone.” They became increasingly jealous of Tocasia’s 

: attention. Where once 
‘they:had-collaborated 
ni projects of magi- 
¢al research, now 


» 


y guarded his 

ts. [tis pos= 
that even 

arly on,’ each 


“wield magic. Jt muist-have’been at‘a-remarkably early age;though, 
‘Fesorted to plots, 


_ At some point, they become-j journeymen, we 

iy eSeD | Bx M ’ ‘ a. 
to-have been. orphans, there is, in point of fact, no evi- * gate ie ; pire 
. TOCASIA’S DEATH SEEMED TO TRIGGER-THE FINAE § 


“liant understatement, the same account poe “oni to. desctibe her 


‘cal conclusion, then I must plead guilty. —IC= 


ers, beth j journeymen mages, pursue the same: young Ww man, 


ach of them war- 


. did ie come to. be in Leg: hundyeds poke ee “vey 


beginning to © 
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Apprentices don’ t stay, ‘apprentices forever 


brothers, and it has long been believed that; removed 
ing hanid, the brothers allowed their rivalry to grow. 
This is not entirely supported by the evidencé, how 
ample documentation to SuPROr the idea that the*t 


reason? : ie ~ 


For an answer, I believe we should turn to he: niysteti 
Ashnod. Though known as a brutal and. tyrannical watlor 
later years, we have hints that the-younger Ashmod was quite 
ent. Contemporary sources from. herhome’city of Zegon describe - 


her as “cheerful and open-handed ; . .a dutiful sdaughter.” abril 


bright and promising pupil.” In none.of thesé account is. here’ ahi 
of-the ruthless, hardened warrior she was to beconfes 


Professor’ Caldos plates far too teh faith in these‘ “coniempo 

accounts,” none of which-can be considered reliable: All wer 
itinerant scribes or troubadonrs seeking patronage, Insuch st 
daughters of wealthy men ‘arealways paragons. of beautyand-vn 
this bas little bearing on reality... eae Ps : 


But even itinerant scribes ga their lies: Sah cate ‘e vicious, 0 
bearing child: might! be described as: Sone >but never ass “cheek 
and open-handed.” —IC ; : 


Nothing is known of how Ashitied and Mises a mi 
posed that this happened sometime after TotaSia’s 
brothers were gathering support for their battles. 
ing clues,.however, indicating that perhaps. Ashngd met 
before Tocasia’s death and that, rather than efter 1B 
the rift, Ashnod was in fact the cause of i it. oe 


This “theéry” 1s patently Deivaloes Orta ted Misbte we childhood: - 
rivals; this rivalry grew with their bingeoning magical abi 
became an outright war. ‘It 1s a simple explanation ‘and a Com 
occurrence among brothers and mages: Any attempt: to-turn 
some sort of thwarted love tridngle 1s both spécious.and infantel 
Jealousy between mages because of the power wielded by: each is 
more plausible planation. Occam’s Razor, and allthat; + * ©. 


If it is spécious ‘a infantile to examine thosucee: 


A merchant living in pies describes a courtship # in Wwhidh tw 
daughter of a-toywn elder. Although: the merchant doesn 
names in his account, the circumstance: is sale too'st ki 
coincidence, 


oiucidevies is Saien: aie but-that deta? t imean oe Sued 
Ree to. the first absurd hypothesis that: comes to mind,” Mishra a ie 
rza were studying at Tocasia’s. school in the Kher“Mo ns. ee 


easy t matter.to: recon ruct the br 


ean the eontinent,: The cents of Kroes were aniong e 


a A his:influence quickly spread throughout the-region 
It ist be i pares that his pe as apprentice, Tawnos, 


: artic ee the area in and cote Zegon. Eventually, Ashnod joued. ; 


bute what a different Ashnod she was! Perhaps she would haye 
preferred to be with Urza, perhaps:she resented the brothers’ neglect, 
some other personal-tragedy hed touched her life. For 
er'reason, s 


is overlord of what was to become a vast army. 


may dear Professor Caldos, she had always been “harsh, cruel, 


Your ridiculous assertion that Ashnod was “cheerful 
handed” is what makes this sudden transformation necessary. * 
ye-are left with dreadful speculations about “other personal 
” Flow much more natural if Ashnod’s character remained 


ad from childhood! 


SE OF THE WAR IS WELL-DOCUMENTED in other chronicles, 
; rief summary will suffice for the purposes of this work. 
it#a.and-Mishra’s battle quickly grew to an all-consuming war. 
of people were killed, slaughtered by one another and by the 
“tere machines of war.. Terisiare was soon stripped of every avail- 
ésource’as the brothers raced to outdo one another in the manu- 
F these devices. 


deppél but not entirely by the brothers or their servants. 
- city of Terisia, agroup of the last remaining mages struggled to 


con Sick vast Om se utes in the end, Sey werbin vain. 
ee, sflect these ‘spells changed the course of the war 1s still. unclear, 
sae se the true key to Pi ss these events. 


ee not our ae. source Pigkeue Let us not 
: ¢ legendary travels in Phyrexia eee. key vee. 
entual fate of destroyed artifacts. a 


here caine inae when the war hadised up virtually etipes the 
f-Terisiate had to offer. Vast strip mines covered the sur 

; € obliterated, and smoke hung like a‘pall over 

ted-areas. And still the brothers searched’ for: 

earch which took them finally to the island of 

mewhat remote from the main conflict, © 
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“ involved: et * 


Tawnos is even less-clear. They Teatnedt either duting,o sho: t 


_ after the battle, but what becanie of them?- Were» ed ‘ 


Did they: go into hiding? - Did they transport | Spies ves 10, the 
Planes, as powerfyl mages are wont to do? ‘ : 


This last explanation seems to be the most likely. ‘Both Biss hers ci oe 
beconie increasingly’ powerful; .it was only a matter: of time before one - 

or both of them discovered the ultimate mystery and began to Walk. 
It is quite probably: that Urza had already discovered this Eee dite 
was waiting only to defeat his brother betore escaping with Tawnos'to’ 
the wizards’ realm. ; : : 


This somewhat seinaaiticiasd ending to the ‘stropggle i is ce 


inl ) 


legend. It is unlikely, however. The devastation-at Argoth 15° 


impossible to comprehend—-we have no present-day equi alent 
thing that even comes closé. It is inconceivable that two: pact 
center of the fighting, Urza and -Tawnos, could possibly’ a 

unharmed. And if Urza had already discovered e oe of t 


THIS, THEN, WAS THE BROTHERS? suRvegLe It nee in earl 

hood, was crystallized by their rivalry for a woman, and ended it in 
chaos and destruction. The aftermath of the»war was to last for m 
hundreds of years, eventually plunging much. of the: civilized world. 
into an Age of Darkness. x 


But, if a historian may borrow a 
mythological phrase, that is another 
tale. ¢ 


I reiterate my wholehearted objec- 
tton to Professor Caldos’s “theory” 
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SPELLFIRE: MASTER THE MAGIC™, In July TSR Inc. will 
release SPELLFIRE, the first large-scale fantasy collectable trading card game to 
follow Magic: The Gathering. In this game, based on TSR’s popular-Advanced 
Dungeons & Dragons game system, players battle to be the first to build or 
conquer six realms and successfully defend them. The combatants use their 
Here are some of the champions—an array of heroes, wizards, clerics, and monsters—to defend 
collectable trading card their territory and raze opposing realms. The champions are aided by a vari- | 
and related games you ety of magical spells, artifacts, and allies. 


will see featured in The 
Duelist in the upcoming 


Designed by Tim Brown, Zeb Cook, James Ward, and Steve Winter, the 
game features art from TSR’s extensive art library. SPELLFIRE will be sold in ~ 


months. - card game sets of two 55-card decks retailing for $8.95 and 15-card booster packs retailing for 
$2.50. The original set will contain 400 common, uncommon, and rare cards set in the ADGD 
FORGOTTEN REALMS, GREYHAWK, and DARK SUN worlds. An expansion based on TSR’s 
RAVENLOFT is coming in August, and a DRAGONLANCE expansion is planned for November. 
JYHAD™, From the creators of Magic: The Gathering comes an NOTES FROM THE GAME 
entirely new Deckmaster collectable trading card game based on MANUEFACTURERS ASSOCIATION’S 


White Wolf’s popular storytelling gameVampire: The Masquerade. 
Intended for mature players, /yhad pits rival vampires against each 
other in a struggle for control over the sinister World of Darkness. 
Developed in association with White Wolf, Jyhad’s design and stun- 
ning artwork capture the dark, gothic atmosphere of the 
Masquerade. Players represent Methuselahs who use blood to fuel 
their manipulations of younger vampires and their allies to destroy 
their opponents’ servants and drain each others’ blood pools. 
Designed for multiplayer play, each player is the predator of one 
Methuselah and the prey of another, caught in an intricate web of 
strategy and manipulation. 


Scheduled for release in August 1994, 

Jyhad will be sold in 76-card starter \ A ] 

decks retailing for $8.95 and 19-card IZAR S 
booster packs retailing for $2.75. The Hy 
complete set contains over 450 cards Coast 


in four levels of commonality. Co CveL 


STAR TREK: 
THE NEXT GENERATION® } 


CUSTOMIZABLE™ CARD GAME. 

Ina related genre, Decipher Games is aiming at a mid- 

‘August release for its new “customizable card game.” 

Klingons, Ferengi, and Borg appear along with famil- 

iar Federation-faces in this game based on the charac- 

ters, worlds, and situations éncountered in the Star Trek: The Next Generation television series. 
Players race to complete a series of missions while disrupting their opponent’s activities. With 
their deck’s array of starships, crew members, and alien races, players journey to different worlds 
where their crew must overcome hidden hazards and accomplish its mission. 


The standard card game will be sold in 60-card starter decks retailing at $8.95. Of these, the first 
10,000 will be blue-bordered Limited Edition cards, which will be followed by a white-bordered 
Unlimited Edition. Expansion sets of 15 cards each will be sold for $2.95. In November, Decipher 
also plans to release a Collector’s Tin containing a complete set of Limited Edition cards. 
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ILLUMINATI. Steve Jackson Games has announced plans to 
rerelease the company’s ///uminati table game in a collectable trad- 
ing card format. A game of secrecy, conspiracy, and tabloid truths, 
Illuminati is a card-based game in which players represent secret 
enclaves vying for control of the world’s organizations in pursuit 
of their own unique objectives. Already a card game, [/uminati is 
well suited to the collectable format. As president Steve Jackson 
explained, “For a long time I’ve wanted to reissue [//uminati with 
full-color art. Also, players have always wanted me to add new 
cards to the game.” 


In adapting the game to a collectable card format, Jackson intends 
to enhance some features of the original design, particularly multi- 
player play. The new game will add the variety and interactiveness 
of collectable cards to a game full of cutthroat conspiracy and dirty 
deals. “In order to make a game of intrigue work you have to want 
to trust each other. That’s how you create opportunities for back- 
stabbing and betrayal.” Unlike other, more fantasy-oriented, 
games, Illuminati will have a “hard-edged and bright-colored” feel. 
However, the game is “still very much in the design phase,” says 
Jackson, who does not anticipate its release until late 1994. 


EIGHTH ANNUAL RETAILERS’ 
TRADE AND SEMINAR SHOW 


STAR OF THE GUARDIAN. Author Margaret Weis and her partner Don 
Perrin are developing a science fiction collectable trading card game based on 
Weis’s Star of the Guardian series of books. Players take the part of Warlords 
fighting for position within a corrupt and anarchic galactic empire. From power 
bases in their home systems, Warlords engage in space combat with each other 
to achieve political dominance and deplete each others’ power points. Players 
destroy their opponents’ squadrons and home worlds using a unique lane-based 
card combat system developed by Perrin and Weis. While no full-scale release 
has been planned, convention goers may be able to catch a glimpse of the Star 


of the Guardian game at the GenCon™ Game Fair in mid-August. 
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SIM CITY. A long time publisher of card games, 
Mayfair Games is developing a collectable trading card 
game that it hopes to release in early or mid autumn. 
Based on the popular computer game, the Sim City game 
allows players to work in cooperation or in competition 
to construct cities from the cards in their decks. Players 
build roads and other city elements 
by lining cards up like dominoes in 
territories that slowly encroach 
upon their opponents’. As Darwin 
Bromley, president of Mayfair and 
one of the game’s designers, points 
out, the transportability and 
expandability of a Sim City collectable card game offers 
an exciting alternative to the computer version. Unlike 
other, more fantasy oriented releases, Maytfair’s new 
game is designed to appeal to people who may not be 
roleplayers or interested in fantasy but who appreciate 
elegant and sophisticated game play. Says Bromley: “It 
looks very simple, but then so does chess.” 


/Mayfair 
Games 
Talou 


ON THE EDGE", Called a “Psychosurreal Trading 
Card Game” by designers Jonathan Tweet and John 
Nephew, On the Edge is based on Tweet’s Over the 
Edge roleplaying game. As Nephew, president of Atlas 
Games, describes it: “Players adopt the roles of power- 
ful, behind-the-scenes conspirators struggling for con- 
trol over the Mediterranean island of Al Amarja. At 

{ their service are bizarre technologies, ancient magicks, 
powerful secrets, and a roster of characters ranging 
from street thugs to symbiotic alien lifeforms.” Ov The 
Edge attempts to capture the bizarre feel of the role- 
playing game while taking a fresh look at the environ- 
ment, so that Over the Edge players will still enjoy the 
card game while fans of the card game can go on to 
futher adventures in the roleplaying world. Atlas 
Games hopes to release its new game in September or 
October of this year. 
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